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FOREWORD 


Truth is, I wouledn’t be writing this foreword had I not 
met my best friend, Alberto. I wouldn't have chased my 
dreams from Italy to the United States in my early twen- 
ties, and I wouldn't have found a career in animation. 

We were both eleven when we met. I was shy and 
sheltered, and he was outspoken and gregarious—a 
largely unsupervised troublemaker. We hit it off right 
away. Alberto had a different interest every other week, 
and {was happy to follow him. One day he'd be build- 
ing an aquarium, and the next he'd be skateboarding 
down steep hills, shooting off fireworks, or fishing off 
the cliffs. One tme he bought a pet python and snuck it 
into school for several months. He confided years later 
that he was terribly afraid of it, but that he bought the 
snake to conquer his fear. 

As it was, nothing ever got boring with Alberto. 
We were always exploring and running around the 
small medieval caruggi (narrow streets) of our home- 
town, Genova. But summers at the sea were what we 
loved the best. Genova is a seaport town in the middle 
ofthe Ligurian coast, also called the Italian Riviera. We 
spent our days taking trains to different beaches and 
rocky outcroppings along the coast. We shared some 
amazing food on these outings: focaccia and farinata 
(Ligurian flatbreads), anguria (watermelon), and tons of 
gelati and ghiaccioli (ice cream and ice pops)—flavors 
that to this day transport me right back to a rock by the 
sea. There weren't many sea cliffs that we didn't jump 
off, and Alberto was always there to dare me to leap. It 


was scary, thrilling, and freeing all at once. 


Chances are you have that one special friend you 
grew up with whose passion, and sometimes question- 
able judgment, dragged you into some adventures— 
what today we'dcall “growth opportunities.” With this 
movie I wanted to celebrate the kind of deep friend- 
ships that help us uncover who we want to be, the 
friendships that usher us into adulthood and that we 
carry with us for the rest of our lives. I also wanted to 
celebrate those never-ending daysin the sun filled with 
summer sensations and the intoxicating possibilities of 
What comes next. 

Lastly, I'd be remiss not to talk about leaping 
from the highest cliff of all—namely, the epic journey 
of making this film. Once again, I was able to find the 
courage with friends by my side: the most talenied and 
giving team I could ever have dreamed of. This book 
contains justa tiny fraction of the amazing and creative 
contributions from some of my friends and colleagues 
at Pixar. 


I sincerely hope you enjoy it. 


Enrico Casarosa, Director 


PS: I have a favor to ask.... Reach out to that friend 
you once had from those formative days of awkward 
adolescence and self-discovery. It'll give you the oppor 
tunity to tell them how important they've been in your 
life. I bet they might even remember some hilarious 


moments you've long forgotten. 


INTRODUCTION 


Luca is a film that follows a special summer friend- 
ship, and a young boy who finds his place in the world 
because of it. We've all had that one summer of change 
that almost imperceptibly brought us closer to the outer 
edge of childhood—a summer full of friendship, adven- 
ture, and carefree days. Luca tells this story. 

For our team of filmmakers, the process of find- 
ing the story was not unlike the process of growing up. 
At first there were just a few of us, creating scribbled 
drawings, analog paintings, notes on loose papers. Like 
a puzzle, the fragments produced by our collective imag- 
inations were jumbled, waiting to be solved. We found 
our first answers in our @irector Enrico's early water 
colors. They spoke with a strong sense of color, texture, 
history, charm, and childlike fun. It was an exating start 
to an adventure that we would embark on together. 

Luckily for us, collaborating with Enrico was easy, 
As an intuitively visual storyteller, one who effort- 
lessly invites a dialogue with fellow artists centered 
around images, he made us feel at home in the cre- 
ation of Luca. He also took us to his homeland, Italy, 
and guided us through the places of his own boyhood 
summers. We studied the narrow alleys of the Cinque 
Terre towns, savored focaccia and ftrofie al pesio, 
went on fishing expeditions, and swam in the azure 
Mediterranean waters. 

Seated in the piazza, gelato in hand, we watched 
children splash into the blue, while fishermen regajed us 
with stories of the old ways of life. These moments trans- 
ported us to our own childahoods—and from this place 


within ourselves, Luca’s world began taking shape. 


When we returmed, our art reflected this deeper 
meaning. If classic Italian films, history books, and travel 
posters gave us the first curious tastes of 1950s Italy, the 
physical place awakened all our senses to the setting. 

Equipped with this new perspective, we set about 
visually expressing Luca‘s strong emotional experi- 
ences in an equally bold way, We opted for a pure and 
saturated palette reminiscent of the Italian summer, the 
colors of the Cinque Terre, andthe shiny 1950s Vespas. 
We exaggerated the details, because kids notice details 
In an exaggerated way, Weturned to theater, puppetry, 
storybooks, and handcrafted folk art to inspire our set 
and character designs, while tirelessly researching and 
honoring the rich history and uniqueness of the Cinque 
Terre. In designing Portorosso, we tasked ourselves 
with capturing the slice-of-life feel of a small fishing 
town that seamlessly fit in with the rest of the Cinque 
Terre. To us, Portorosso was, and always will be, a very 
real place. 

To craft this world, our artists have worked with 
passion and love for years. This book is, in turn, a love 
letter to them in gratitude for their giving of themselves, 
solving the puzzle, and collaborating to make the story 
of Luca come to life. 

We now near the end of our filmmaking journey. 
Here we are, like Luca, forever changed by the friend- 
ships made, the bonds formed, and our own special 


summer creating the art of Luca. 


Daniela Strijleva, Production Designer 
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Daniela Strijleva, ink and watercolor 


(this page) Enrico Casarosa, colored pencil and watercolor 
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(this page) Daniela Strijleva, watercolor and gouache 
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(above) Daniela Strijleva, ink and watercolor 


(right) Enrico Casarosa, ink and watercolor 
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Daniel L6pez Munoz, pencil and digital paint 
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(lett) Don Shank, colored pencil 


(below) Deanna Marsigliese, 
ink and marker 


(above) Deanna Marsigliese, 
ink and marker 


(above) Don Shank, colored pencil (above) Deanna Marsigliese, 


ink and marker 
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Luca has big, round eyes, the largest of all of the 
characters in our film. This is because Luca leads 
with his eyes. They illustrate how he experiences 
and engages with the world around him. He's 
open and curious, savoring every new discovery 
and taking everything in. 


DEANNA MARSIGLIESE, Character Art Director 


Don Shank, colored pencil 
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To stylize the sea monster scales in a handmade and storybook way, 
we drew our inspirations from paper models, fabric costumes, and 
sculptures. The scales are reflective in a handmade, faceted way. 


JENNIFER CHIA-HAN CHANG, Color and Shading Art Director 


(this page) Deanna Marsiglhese, collage 
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Deanna Marsigliese, 
colored pencil and marker 


Deanna Marsigliese, ink and digital paint Enrico Casarosa, colored pencil and watercolor 
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Bolhem Bouchiba, pencil 


(top row, middle) 
Daniela Strijleva, 
ink and digital paint 


Ai 


(everything else) 
Deanna Marsigliese, 
ink and digital paint 


fal 


Deanna Marsigliese, 


ink and digital paint 


fae 


Greg Dykstra, clay 


Jennifer Chia-Han Chang, digital paint 


Tanja Krampfert, 
digital sculpling 


»ea monster Luca is inspired by reef fish. Reef fish are 
very agile; they're elegant swimmers. This inspired Luca's 
round, soft shapes and fluid lines, not just throughout his 
body and fins, but in his posing and movement as well. 
We wanted to capture a very lyrical quality. 


DEANNA MARSIGLIESE, Character Art Director 
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(right) Deanna 
Marsigliese, ink 
and digital paint 


(below) Don Shank, 
colored pencil and ink 


(above) Enrico Casarosa, 
ink and watercolor 


(left) Bolhem 
Bouchiba, pencil 
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(this page) Daniel Lopez Munoz, 
pencil, marker, and digital paint 
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20 


Enrico Casarosa, 
pencil and watercolor 


Daniel Lépez Mufioz, pencil 


Daniela Strijleva, 
ink and watercolor 
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Deanna Marsigliese, 
ink and digital paint 


Deanna Marsigliese, 
ink and digital paint 


Deanna Marsigliese, 
ink and digital paint 
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ink and digital paint 


Greg Dykstra, clay 


Jennifer Chia-Han Chang, digital paint 


Trent Crow, cloth shading; Tanja Krampfert, model/ 
articulation; Jacob Kuenzel, eye shading; Maria Lee, 
skin shading; Kiki Poh, groom and hair shading; Edgar 
Rodriquez, tailoring; Kevin Singleton, articulation 
development; Chuck Waite, groom 


To bring the style and charm of Luca and 

Alberto's designs to life in three dimensions, the 
character artists collaborated with the designers to 
incorporate ideas from puppetry, 2D animation, stop 
motion, and sculpture. The final shapes, textures, 
and patterns were very deliberately constructed to 
create visual rhythm within the characters. 


BETH ALBRIGHT, Character Supervisor 
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Deanna Marsigliese, 
ink and digital paint 


Jason Deamer, pencil and digital paint 


Deanna Marsigliese, ink and digital paint 


We were inspired by scientific illustrations, hand-carved folk art, 
Japanese prints, and of course some of the earliest sea maps. All of 
these share a beautiful, ornate quality that reveals the hand of the 
artist. Similarly, we wanted our sea monsters to look like moving 
pieces of art—decoratively patterned and richly textured. Notice that 
as our sea monsters age, they grow more like the iconic sea monsters 
of those antique maps, with longer coiled tails and larger fins. 


DEANNA MARSIGLIESE, Character Art Director 
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(this page) Deanna Marsigliese, 
ink, marker, and digital paint 


a2 


Enrico Casarosa, 
pencil and 
watercolor 
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(left) Maria Yi, digital paint 
(top left) Matthias De Clercq, colored pencil and ink 


(top right and bottom row) Dan Holland, digital paint 


Jamie Baker, Yon Hui Lee, and McKenna Harris, digital storyboards, "Busted" 


Uncle Ugo represents the deep and Luca never 
getting to see his friend Alberto again. Becoming 
transparent isn't an attractive option either. 


JOHN HOFFMAN, Story Supervisor 
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Deanna Marsigliese, collage 


(above) Deanna Marsigliese, ink and digital paint 


(left) Maria Yi, pencil and digital paint 
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For the design of the homes underwater, it was a balance to find something 
that reads like a home but isn't too human. At the same time, we were 
looking for something that felt ocean-like in its shaping. The design was 
based heavily on the Italian trullo house, which you find in the south of Italy 
in Pugla. They are dry-stacked houses that have a conical roof. They look 
like they are from nature, almost oceanic, as if they have scales. 


(opposite) Josh West, previs model 


(above) Don Shank, digifal paint DON SHANK, Sets Art Director 
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Deanna Marsigliese, 
collage 
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Deanna Marsigliese, ink and marker 


AQ 


Deanna Marsigliese, ink and marker 
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(this page) Daniel L6pez Munoz, 
colored pencil and ink 


(this page) Daniela Strijleva, digital paint 


Garrett Taylor, digital paint 


AA 


Garrett Taylor, digital paint 


With the interiors of the sea folk homes, we tried to finda 
balance between a dwelling we can relate to as humans 
but that also looked like a nonhuman culture from the sea. 
We wanted to embrace the primitive construction options 
undersea and have fun with rooms at different levels while 
taking care not to make them feel like animals in a burrow. 


DON SHANK, Sets Art Director 


(left) Deanna Marsigliese, ink 


(below) Don Shank, colored pencil 
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Large structural 
wall stones 
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Ground tiles partially covered 
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Rough staje-teke |iles 


Nat McLaughlin, digital paint 


Ernesto Nemesio, digital paint; 
Gaston Ugarte, modeling 


46 


sylvain Marc, digital paint 


A? 


Daniel L6pez Munoz, digital paint 


Spiral roof shape is mostly obscured 
by layered foliage growth 


Compound is situated at the top of 
a small foothill, with higher rolling 
farm hills behind 


SX Rock for harvesting 


mussels 


constructed terraces 
covered with layered coral 


Nat McLaughlin, digital paint 
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steve Pilcher, digital paint Deanna Marsigliese, 
ink and digital paint 
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Underwater, the sea 
monsters are farmers 

living a hidden, quiet life. 
The visual language is 
horizontal, calm. There's a 
lot of murk, so you can't see 
very far. It's a soft, gently 
moving, sinuous world. 


DANIELA STRIJLEVA, 
Production Designer 


Daniel L6pez Munoz, digital paint 


Daniel L6pez Munoz, digital paint 


Kristian Norelius, digital paint 


To contrast the human-made environments of the world above, we 
used rounded organic shapes and elegant sweeping curves to design 
the world underwater. The innate properties of water also quided 

us to skew our color palette cooler in temperature, and allowed for 
abstract, edgeless backdrops due to atmospheric perspective. 


PAUL ABADILLA, Sets Art Director 
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Kristian Norelius, digital paint 


Daniela Strijleva, ink and digital paint 
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Enrico Casarosa, John Hoffman, Yon Hui Lee, Nicolle Castro, 
Matthias De Clercq, and Koko Chou, digital storyboards, "Meet Luca" 


o4 


Nicolle Castro, Enrico Casarosa, and McKenna Harris, digital storyboards, “Family Lunch" 
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The beautiful aqua color of the water 
is such a brilliant feature of the Cinque 
Terre, We knew in lighting that it 
would be important for us to capture 
that lovely color and the overall 
appearance of the water to help give 
the movie that specificity of place. 


KIM WHITE, 
Director of Photography—Lighting 


Harley Jessup, photo collage 
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Ernesto Nemesio, digital paint; Nick Pite 


(above) Daniel Lo6pez Munoz, digital paint 


(left) Daniela Strijleva, gouache 
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Deanna Marsigliese, ink and digital paint 


(below) Deanna Marsigliese, collage 


(right) Enrico Casarosa, pencil and watercolor 


We treated Alberto as an open water fish, like a swordfish 

or tuna—strong and powertlul, with a silvery quality that 
camouflages well in open water. His design language has a 
sharper quality that aligns well with his personality. Note his 
spiky spines and sharp scallops. Unlike Luca, he's more of an 
erratic swimmer—impulsive and quick to change direction! 


DEANNA MARSIGLIESE, Character Art Director 
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Tom Gately, pencil 
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Greg Dykstra, clay 


Jennifer Chia-Han Chang and 
Daniel L6pez Munoz, digital paint 
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Deanna Marsigliese, 
ink and digital paint 


Deanna Marsigliese, 
ink and digital paint 


Enrico Casarosa, 
pencil and watercolor Daniel L6pez Munoz, ink 
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Deanna Marsigliese, ink and digital paint 


Deanna Marsigliese, ink and digital paint 


Daniel Lépez Mufioz, colored pencil and marker 
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Jason Deamer, pencil and digital 
paint; Deanna Marsigliese, ink 
and digital paint 


68 


Greg Dykstra, clay 


Jennifer Chia-Han Chang, digital paint 


McKenna Harris, 
digital paint 

Mitra Shahidi, 
digital paint 


McKenna Harris, 
digital paint 


McKenna Harris, 
digital paint 


Daniela Strijleva, 
ink and watercolor 
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(this spread) Deanna Marsigliese, ink and digital paint 
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Daniela Strijleva, ink and digital paint 


(bottom row) Steve Pilcher, digital paint 
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Nicolle Castro, Bolhem Bouchiba, Enrico Casarosa, John Hoffman, 
and Christian Roman, digital storyboards, “World Above" 


We boarded many different versions of this, but we 
always knew what an entertaining movie moment 
Luca learning to walk would be. What better way for 
Luca to learn than from his new friend, Alberto. 


JOHN HOFFMAN, Story Supervisor 
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Don Shank, digital paini en 


r Chia-Han Chang, digital paint — Don Shank, pencil 
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Josh West, Gaston Ugarte, and Nick Pitera, modeling; 
Christina Garcia Weiland and Michael Rutter, dressing; 
Andrew Finley and David Munier, shading 
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Daniel Lépez Munoz, digital paint 
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(above) Josh Holtsclaw, digital 


(left) Kristian Norelius, digital paint 


Josh Holtsclaw, digital Laura Phillips, digital paint 
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Nicolle Castro and Matthias De Clercq, digital storyboards, “Alberto's Hideout" 
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The Vespa Dream is the first time 
that Luca has a costar in one of his 
moments of fantasy: Alberto. It all 
starts with that poster, and it takes 
them all the way to the human world. 


JOHN HOFFMAN, Story Supervisor 


Lorenzo Fresta, digital storyboards, 
“Vespa Dream” 


Lorenzo Fresta, digital paint 
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(this spread) Bill Cone, pastels 
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The extraordinary harmony of the 
sun, sky, sea, and land makes the 
Cinque Terre unforgettably beautiful 
from every direction. Where else 
can we have the good fortune to sit 
in the sun, dangle our feet in the 
sea, people-watch, and eat gelato 
in one of the most alluring places 
in the world? What a gift to have 
collaborated on a film that captures 
the region so wonderfully. 


JAYME RODERICK, 
Executive Assistant to the Producer 


Harley Jessup, photo collage 
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Tadahiro Uesugi, digital paint 


PORTOROSSO 


When Luca and Alberto get to 
Portorosso, they are amazed by the 
vibrant sounds and colors they see. 
The piazza is the heart of the town and 
full of activity. Every group of people 
they encounter tells a little story about 
the daily life of the townsfolk. 


In real life, the Cinque Terre villages 
are small and everyone knows each 
other, and you observe so many little 
vignettes of daily life unfolding in 
front of you: Someone is singing at 
their window while hanging laundry; 

a group of elders chats at a bench; kids 
are always playing soccer somewhere 
that is not allowed. This is the slice-of- 
life quality that we wanted to capture. 


DANIELA STRIJLEVA, 
Production Designer 
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(opposite) Tadahiro Uesugi, digital 


(right) Daniela Strijleva, pencil, ink, and gouache 


Matthias De Clercq, colored pencil and ink 


Enrico Casarosa, 
pencil and watercolor 


{above and left) 
Daniela Strijleva, 
ink and watercolor 
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(this page) Deanna Marsigliese, 
ink and digital paint 
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(top row) Daniela Strijleva, 
ink and watercolor 


(bottom row) Deanna 
Marsigliese, ink and marker 


(this page) Deanna Marsigliese, 
ink and marker 
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Deanna Marsigliese, ink and digital paint 


Giulia is edgy, confident, and competitive, which is reflected 
in the triangular shapes of her design, right down to her 
pants. We like to imagine that these pants are hand-me- 
downs from Massimo's own childhood; a proud fisherman's 
daughter, she even shares Massimo's nose. Sharp, witty, 
focused, and direct, she leads with that beautiful nose. 


DEANNA MARSIGLIESE, Character Art Director 
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Greg Dykstra, clay ; 


Michael Nieves, model and rig; 
stacey Truman, shading; Ben Porter, groom 
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McKenna Harris, digital paint 


. 


Cilia wields Elstt in tne wey Ng Artur wirel ded EXCAL AGUE, 


Yon Hui Lee, digital paint 


Wonderfully weird, passionate, and just, Giulia’s the kind 
of friend I wish I had, and especially the friend I[ strive to be. 


McKENNA HARRIS, Story Lead WILL SLAP Yau 
WT A EIS. 


McKenna Harris, digital paint 
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Daniela Strijleva, ink and digital paint 
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McKenna Harris, digital paint 


Bolhem Bouchiba, pencil 


Nicolle Castro, digital paint McKenna Harris, digital paint 
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Yon Hui Lee, Enrico Casarosa, and Jamie Baker, digital storyboards, “Telescope" 
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{above and below) 
Deanna Marsigliese, 
marker and digital paint 


Chris Sasaki, digital paint 
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Enrico Casarosa, 
pencil and watercolor 


Maria Yi, digital paint __& os 


e—3c) 


a 


101 


102 


Maria Yi, digital paint 


Josh Holtsclaw, digital 
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Laura Phillips, digital paint 


Maria Yi, digital paint 


Maria Yi, 
digital paint 


Deanna Marsigliese, 
ink and digital paint 


— > _—— : Nicolle Castro, ink 
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(above and below) Maria Yi, digifal paint 


Nicolle Castro, digital paint 
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Dan Holand, pencil Jason Deamer, pencil and digital paint Dan Holland, colored pencil and ink 


eB 
Deanna Marsigliese, 
pencil and digital paint 


Jason Deamer, pencil 
and digital paint 


me 
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Maria Yi, digital paint 


Brian Kalin O'Connell, digital storyboards, “Cove Red" 107 


(this page) Deanna Marsigliese, 
ink and marker 


(opposite) Deanna Marsigliese, 
ink and digital paint 
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, pencil and digital paint 


(above) Deanna Marsighese 


pencil 


(left and below) Tom Gately, 
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We approached the color palette of the townsfolk with the same spirit as the color palette 

for the town buildings. Both elements are very much a part of the storybook-like world, so 
we kept the color palette rich and warm. That way, the townsfolk and environment create a 
setting saturated in color, which surrounds and contrasts against the simpler main characters. 
The warm and earthy color palette also balances the cooler colors of the underwater world. 


Daniela Strijleva, Deanna Marsigliese, 
Maria Yi, Laura Phillips, and Jennifer 
Chia-Han Chang, digital paint JENNIFER CHIA-HAN CHANG, Color and Shading Art Director 
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(this spread) 
Deanna Marsigliese, 
ink and digital paint 
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Daniela Strijleva, pencil and gouache 
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Noah Klocek, 
pencil and digital paint 


Don Shank, digifal paint 
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Enrico Casarosa, pencil 


(above) Josh West, previs model, modeling, shading, and lighting 


(left) Daniela Strijleva, digital paint 


Don Shank, pencil Don Shank, colored pencil and ink 


To capture the look and feel of a story 
told through a kid's eyes, we were 
inspired by storybooks, theatrical 
plays, and impressionist paintings. We 
tried to distill the clues and elements 
of a place and time to maximize the 
expression of storytelling. 


JENNIFER CHIA-HAN CHANG, 
Ernesto Nemesio, digital paint Color and Shading Art Director 
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Qur piazza is designed with three 
sides of buildings opening up to the 
sea, like a theater set. We wanted 
our town to have that same artisan 
quality you see in practical sets. 

To achieve that, we reduced the 
number of architectural elements 
needed on a building, grouped them 
deliberately, exaggerated the scale 
of doors, windows, and laundry, 
and as much as possible we let the 
beautiful texture of the walls tell 
the rest of the story. We distilled the 
storytelling to its main components 
and moved away from realism. 


DANIELA STRIJLEVA, 
Production Designer 


Tadahiro Uesugi, ink and digital paint 
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In Portorosso, everything is vertical. If underwater, 
things are sinuous and horizontal, the town, by 
contrast, has hard surfaces and vertical buildings. 
The Cinque Terre towns that we were inspired by 
are very unique. They are perched on these steep 
hills between the mountains and the sea; over the 
centuries, people built their houses on impossible 
ridges. The streets are very, very narrow, with 
meandering staircases between them. 


DANIELA STRIJLEVA, Production Designer 


(opposite and below) Don Shank, pencil on 
paper, wire, tape, hot glue, and photography 


(top row) Don Shank, colored pencil and ink 


Daniela Strijleva and Daniel Lopez Munoz, digital paint; Don Shank, paper model 
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Jennifer Chia-Han Chang, digital paint 
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Josh Holtsclaw, digital 
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Josh West, modeling; Andrew Finley, Jack Hatori, and Mallory Kohut, 
shading; Michael Rutter, dressing; Josh Holtsclaw, graphics design; 
Rich Snyder, graphics installation 


We wanted to take some of the charm and the expressive quality of a 
miniature, the reductive quality of it, but not throw away the very thin 
and elegant features, making it like a miniature on a human scale. 


DON SHANK, Sets Art Director 
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Josh Holtsclaw, 
digital paint 
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The graphic design found 
throughout the towns of 
coastal Italy is incredibly 
inspiring. It paints a detailed 
picture of the history of the 
region and the people who 
live there. For Luca, we 
wanted our designs to feel 
like they had a history of their 
own, and we wanted to help 
tell the story of the characters 
that live in Portorosso. We 
took the inspiration from our 
research and combined it 
with a handcrafted, childlike 
design aesthetic to finda 


Fi eecontal | Ze | graphic look that hopefully 
er PECK “Sie Fe fits seamlessly into the 
— a .~ | environments of our film and 


into the lives of our characters. 


JOSH HOLTSCLAW, 
Graphics Art Director 
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Josh Holtsclaw, ink and digital Bert Berry, digital paint 
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Uesugi, digital paint 


(opposite) Matthias De Clercq (layout) 
and Yon Hui Lee (final art), digita. 


(this page) Tada. 


Jennifer Chia-Han Chang, digital paint 


128 


| 


a tt 
ia PT 


—<—=—— -—— 


“i 
i 


= 


“I 


Tests CARO 


129 


: a> 7 < 
le P 7 | | 
ie TD | 

ae : , 7 = i. i * 
i = a 
i. 1 > — 
l } } 5 ’ 
i 
& 
» | 


\ Ain 


= | 
‘ee é i - 
— ‘ | ra il 
. - . 
= ie FP | 
- iJ a 


i, 
| 


Don Shank, pencil 
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Don Shank, pencil 


Daniela Strijleva, 
ink and watercolor 
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Daniela Strijleva, 
ink and watercolor 


Josh Holtsclaw, digital 
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Josh West, modeling, shading, and lighting 
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Josh West, modeling; Tracy Lee Church, 
shading; Michael Rutter, dressing 


Jennifer Chia-Han Chang and 
Ernesto Nemesio, digital paint 
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Daniela Strijleva, ink 


Don Shank, pencil Paul Abadilla and Jennifer Chia-Han Chang, digilal paint 
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Daniela Strijleva, digital paint 
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Maria Yi, digital paint Josh Holtsclaw, digital 


McKenna Harris, digifal paint 


Daniel Lépez Munoz, pencil Josh Holtsclaw, digital 
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Chris Sasaki, digital paint 
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Daniela Strijleva, ink Bert Berry, digital 
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(bottom row) Josh Holtsclaw, ink and digital 
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Daniel L6pez Munoz, digital; Tracy Lee Church, shading; 
Nick Pitera, modeling and dressing 
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(above) Daniela Strijleva and Laura Phillips, 
digital paint; Josh West, render 


(opposite) Daniel L6pez Munoz, digital paint 
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(right) Kristian Norelius, digital paint 


(below) Nick Pitera, digital; Ben Beech, shading Fi 
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Fnrico Casarosa, pencil and watercolor 
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Kristian Norelius, digital paint 


(above) Laura Phillips, 
digital; Josh Holtsclaw, 
graphics 


(left) Kristian Norelius, 
digital; Josh Holtsclaw, 
graphics 
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Louise Smythe, Scott Morse, and Lorenzo Fresta, digital storyboards, "Wipeout" 


(this page) Krishan Norelius, 
digital paint 
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Matthias De Clercq, 
colored pencil, 


ink, and marker 
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(top) Ivo Kos, modeling; Tracy Lee Church, shading; Josh Holtsclaw, graphics 


(bottem) Raymond V. Wong, modeling; Tracy Lee Church, shading; 
Josh Holtsclaw, graphics 


Nat McLaughlin, digital paint 


Paul Conrad, digital paint 
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McKenna Harris, Nicolle Castro, Mitra Shahidi, 
Matthias De Clercq, digital storyboards, “Without Alberto" 
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McKenna Harris, digital storyboards, "Reconciliation?" 
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Drawing Alberto usually means getting to draw fun, confident 
poses. But even someone as bold as Alberto can feel small. It was 
very rewarding to explore that side of his character in this scene, 


McKENNA HARRIS, Story Lead 
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Jamie Baker, Yon Hui Lee, and Lorenzo Fresta, digital storyboards, “Finish Line" 
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Matthias De Clercq and McKenna Harris, digital storyboards, “Parting Ways" 151 
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When walking the streets of the 
Cinque Terre towns, we were quickly 
confronted with the verticality and 
irregularity of it all. You would start 
at sea level, enter an alley and take 
a few switchback sets of stairs, then 
suddenly pop out to a sunny exposed 
promontory overlooking the whole 
town. Using these dark and light 
spaces to craft compositions to frame 
our characters was a great way to 
capture the place. 


DAVID JUAN BIANCHI, 
Director of Photography 


Harley Jessup, photo collage 


(this spread) Daniel L6pez Munoz, digital paint 
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ifer Chia-Han Chang, digital paint 


Paul Abadilla, and J 


(this spread) Ernesto Nemesio, Daniel L6pez Munoz, 
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Think back on that one blue summer, We can all 
remember that one amazing childhood summer, 
marked by memories of the fearless friends with whom 
we experienced our passage into maturity. It was filled 
with splendid adventures in the summer sun and (if you 
were lucky enough) the sea. In painting the colorscripts, 
we endeavored to recapture those remote, indelible 
imprints on our young hearts. Joy, sadness, fear, hope— 
the Mediterranean summer sun offered a unique and 
honest warmth and vitality of color that is ultimately 
central to the themes we wanted to convey. 


DANIEL LOPEZ MUNOZ, Color Script Artist 
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OUT OF PICTURE 


Daniel Lopez Munoz, digital paint 


We explore a lot of ideas on these films and travel down a lot of roads. 
Sometimes those roads show us exactly what we're looking for, and sometimes 
they're a dead end, but we always learn from them. Here is some exploratory 
artwork and storyboards from moments that may not have made it into the 
film, but they helped us find our way to what you saw up on the screen, 


JOHN HOFFMAN, Story Supervisor 
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Daniela Strijleva, ink and gouache 
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(left) Vladimir Kooperman, 
pencil; Enrico Casarosa, 
watercolor 


(below, right, and opposite) 
Enrico Casarosa, pencil and 
watercolor 
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(above) Daniel L6pez Munoz, ink and digital paint 


(right) Daniel Lépez Munoz, colored pencil 
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Daniel L6pez Munoz, digital paint 


Enrico Casarosa, pencil and watercolor 
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McKenna Harris, digilal paint i Daniela Strijleva, digital paint 


Daniel Lépez Mufioz, digital paint 


165 


Don Shank, colored pencil and ink Jennifer Chia-Han Chang, digital paint 
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Daniela Strijleva, digital paint Daniela Strijleva, digital paint 


(above and left) Sylvain Marc, digital paint 
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John Hoffman and Bolhem Bouchiba, digital storyboards, "I Can Walk" 
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Brian Kalin O'Connell, digital storyboards, “Dares" 
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Mike Daley and Michael Yates, digital storyboards, “Portorosso Pact" 
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Xavier Riffault, digital storyboards, “Making the Rounds" 


James Robertson, digital storyboards, “Daddy Issues" 
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(above) Maria Yi and Daniela Strjleva, ink and digital paint 


(following page) Vladimir Kooperman and Enrico Casarosa, pencil and watercolor 
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Take a trip through one perfect, sun-drenched 
Itahan summer in this radiant collection of 
artwork from Pixar Animation Studios’ newest 
film Luca, with never-before-seen concept art, 
storyboards, character designs, colorscripts, 
and much more to bring this heartwarming 
saga to life. Andiamo! p 
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